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Get yourself a pencil, eraser, ten-sided dice, 
a character sheet and flip to the next page. 
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Generic Tholian Character Sheet 


More options in Supplement S13: Adversary Character Sheets 


Consult Pamphlet 01 Backgrounds for Medals, Starship Assignment, Home 
Planet, Lifepath, Time/ Money Continuum, Etc. 


Consult Pamphlet 13: Concordance for Attribute, Skill and Species Descriptors. 


Consult Supplement 10: Character Sheets & Supplement 13: Adversary Sheets 
for more variants. 


Book 3: Memory Bank Alpha & Book 5: Memory Bank Omega contain more 
societal details for the Federation, Klingons, Romulans, Orions and Gorn. 


Supplements 17 - 21 cover the Starfleet Intelligence Manuals and histories. 
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Tholian Character Generation 


THOLIAN GHARACTER GENERATION 


Holl 8d10+40 for each of STR, END, INT, DEX, CHA. 
For LUC roll 1d10. (Cool = 99) PSI =00 = N/A. 


Otherwise apply the appropriate Modifiers below. 


Note: COOL, LUC and PSI are always max 99 no matter the species. 


No Attribute may modify below 01. 


Modifiers SIR END INT DEX CHA COOL LUC PSI 
Class | ^ -20 - +20 mm 99 1d10 00*** 


Maximums STR END INT DES CHA 
109 88/24 99 10 QO*** 


Class | 109/149 79 99 


CONDITIONAL BONUS POINTS 
Roll d96/2 rd 


1. No more than 3Opts to one Attribute 
2. No Att may rise above Species Max. 


3. PSI may not be modified. 


COOL LUC PSI 


* Joint, +20, Piston,+50 
**  -75 to non-Tholians 
*** Tholians are essentially non- 


psionic. However, their Musica 
Tholia resembles Musica Psionica 
amongst themselves. See Book 2. 


THOLIAN PHYSIOLOGY AND MEDICAL NOTES 


No provision can here be made for 
Class || and larger Tholians. At that 
point, Attributes become somewhat ir- 
relevant. Suggest for END that a Class 
ll is 10x STR/END than Class | with 
Class Ill 10x stronger than II and so on. 
By that point, you are into the realm of 
starship superstructure points. 


Class | Tholians are roughly Human- 
sized/ mass and can manifest as a sin- 
gle crystal or a multi-branching, fixed 
or articulated, structure. C1 tend to be 
drones, performing the toil that larger, 
less mobile Classes are able. 


Despite their carapace, Tholians can- 
not survive in temperatures less than 
300°F. Higher Tholian Categories can 
be designed for deep space. 


AP - DEX/ 10 ru plus 1pt per limb, 
not counting the ‘head’. 
DAMAGE 


For jointed limbs 
STR Dmg is +5 per hit for the 


hard-surface and density. 


For piston-limbs 
Force multiplier of (1d10) x STR Dmg 


is applied. 


EX. (Roll of 1) x (Spts) = 5 damage. 
(Roll of 5 x 5pts = 25 damage. 

This simulates the instant actuator- 
style nature of the blow. 


END Tholians are susceptible to 
precision strikes as any crystal. Their 
liquid nature allows them some flexibil- 
ity and dampening of vibration across 
the carapace. Hammer blows do 2x 
damage. Roll LUC, FAIL = 3x dmg 
as the hammer hit a critical facet. 


Laser energy can both be absorbed or 
reflected, Tholian choice. Laser heals 
1/1 by melting chipped surfaces. 
Phaser weapons do full damage. 
Disruptor-type weapons do 2x dmg. 


Psionics All Tholians are wholly 
immune to most all Psioinic effects. 
Telepaths find no mind. They are invis- 
ible to Empaths. They cannot be the 
target of ESP, though their surround- 
ings can be. Carbon-based beings can- 
not touch a Tholian to teleport it. A 
Tholian of any size can be manipulated 
by a Telekinetic of appropriate ability. 


CH 2: Knowledge Accumulation 


Tholians have no schooling. They have 
no learning. Each gets the vibrations it 
needs to know the task that must be 
performed. Tholians do have independ- 
ent minds, but they don't have free or 
leisure time as Humans understand it. 
In this way they are similar to the Gorn. 
yet even the Gorn pursue random 
thoughts. 


Nothing about Tholians is random. 
Each does what it’s supposed to and 
when. Together, Tholians resonate as a 
single clock. Individuals do have differ- 
ent skills and different levels. All Tho- 
lians have certain common skills at 
given levels. Every Tholian can defend it- 
self, for example. The clockwork nature 
gives them natural Admin skills. 


Tholians can be decades to millenia-old. As such, rather than skill points per 
year, Tholians are arranged into three age categories Young, Old, Ancient. 
Ancient drone workers are exceptionally rare for the difficult labors performed. 


PROBABILITY AGE SKILL DICE 
90% YOUNG (Decades) 75d10 
08% OLD (Centuries) 150d10 
02% ANCIENT (Millenia) 300d10 
Schooling 


As with other species, GM and player choose a specialty field, create a 
pool of skills to choose from and then assign or roll points within that 


pool. Various INT bonuses may apply 


Finally... What’s your name? Mass? Volume? 
Ht? Wt? etc. 
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